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fhe door to your destiny ties open before you. "Enter if you dare, but first you should 
examine the enclosed Adventurer's "Reference Quide carefully and follow its guidance 
to prepare yourself for what is to come, (jo now, and return when you are prepared 

to face what lies within the walls of Shadowgate- 


‘Welcome back. 9\[pw that you are truly ready, take up your torch and brace yourself 
for a descent into the unknown. If you are worthy, your rwme xoill be honored 
forever. If not, then you zvill never be heard from again. 


S 







(Throughout your adventure, you unit he accompanied by various articles of power. 

1 These may he considered zvindows into other realities and are your only hope of 
success in your quest. ‘The first of these objects is the Command Window. It is 
covered with runic words of power. When you first see the Command Window, it 
wdC appear thus: 

Click to continue ^ 

The message means that there is knowledge to he gained from the “te'Kt window " 
below, hut there is not enough room for the full message to he displayed, you need to 
use the talisman knozvn as “the mouse " to point to the Command Window and 
then clicli the selection button so more of the message zvill he revealed, you zvill know 
the text zvindow by its position on the screen and the messages it contains. It usually 
looks like this: 


Untitled 


The last thing that you remember is standing before the wizard Talimar 
as he gestured wildly and chanted in an ancient archaic tongue. Now you 
find yourself staring at an entryway which lies at the edge of a forest. 
The druid s words still ring in your ears: "LUithin the walls of the castle 


K> 


you wdllearn more about this later. jFor now, just chck^the burton in the 
Command Window untd the zvindow changes to look like this: 


1 Enamine 

Open 

Close 

Speak | 

| Operate 

Go 

Hit 

Consume | 


(Proper use of the Command Window zvill allow you to exercise some control over 
your destiny as you explore the depths of Shadowgate. do give a command, point 
to the rune you zvish to invoke andchck^the button, you zvill usually use these 
commands to affect something or someone in the room you are in. dor instance, to 
examine the skull over the doorway you see before you when the program loads 
point to the rune for i<f E?(gmine ” and click, the button, dhen point to the skull and 
click, a second time. A description of what you learn appears in the text zvindow. 
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Entrance 



5\s you already knozv, any time there is more text than can fit in the text zvindozv, 
the Command ‘Window zvid transform itsetf to let you know that then is more to 
be read. 


‘The second important zvindozv to be azvare of is the Exits zvindozv. 


E«its 


mi! II 


*This zvid be your guide as you e?(pfore. At ad times, (even in darkness) it shozvs, and 
adozvs access to, ad known exits in your current location. ‘This can be very important 
if you should, for some reason, need to leave a room quickly. The zvhite box represents 
an available exit. In this case, it represents the doorway looming before you. Usually, 
you can open a door by double-clicking (click^the selection button tzvice quickly) on 
the door in the picture, but occasionally you zvid zoish to use a door not visible —for 
instance, a door behind you. In this case, those doors not znsible zvid probably appear 
in the ‘Exits zvindozv. ‘The Exits zvindow only shozvs you doors zvhich are easily 
discernible. 9hdden exits and secret doors zvid usually not be shown. 
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ffour person is represented throughout the adventure by 


If you should 


zvish to examine yourself or open yourself (not a form of suicide, though you 
might zvish it zvere, but rather the method for taking inventory), you use 
the image as the object of the command. 


9\(ozv, if you are ready, thefodozving zvid take you through the first doorway into the 
unknozvn. After that you must rely on your ozvn courage and zvisdom to see you 
through... and of course, a good szvord zvould help. 



f\s an experienced adventurer you knozv to examine carefully every aspect of your 
location. In the case of ShadozvgaU, you zvid need to examine ad objects in a scene 
if you zvish to survive, you can ted an *object n from other items in the scene by 
clicking on it. If it changes color, then it is a separate object and can be manipulated 
as such, (for instance, point to the skudover the doorway andcCicfthe button. 
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Since it changed color, you hnow it is a separate object. If you zvish to learn more 
about it once it is selected, just diction the diamine command. die description zvill 
appear in the te?(t zvindow. 


dime is running short, and you have much to do. Since it won't get done by standing 
around out here, you had best go inside, do do so, select the Open command. 


| Examine 

Open 

Close 

Speak 1 

1 Operate 

Go 


Consume | 


( Then diction the door in front of you. Another u)ay to open the door would be to 
did^on Open and then on the white bo?c representing the door in the < E%jts 
zvindow. yet a third way is to double-didion either the door or its representation in 
the ‘Eifts zvindow. 
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_ r | E»amine | Open | Close j Speak 

‘Alow c(ick_on go 

and then cliclfin the now-open doorway or on the square in the <E%ii$ window. 
'Welcome to the citadel of the ‘Warlocf^Lord. 


Hallway 



[ow is probably a good time to mention your inventory. When you first enter 
Shadowgaie, an inventory zvindow appears which displays ad of the items you 


are carrying . 






















































































































Title Bar (Drag area) 



c Ihis zvindow can hoCd a great many items, not ail of which may be visible at any one 
time. If there is more than meets the eye, the scroll bars uhll be active to indicate that 
there are items out of view, you can use the scroll bars to scroll the rest into view, 
you can move the zvindow around on screen if you want it out of the way. If you 
wish to pickup an item and put into your inventory, you simply point to it, hold 
down the selection button, and drag it into the inventory zvindow. 
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Jou can dose the zvitidow by clicking in the chose bo?c If yon dose the inventory 
zvindow, you can re-open it by selecting Open and then clicking on . 


In fact, the Open command is one of the more important things to try when you 
can't think^of zvhat else to do. Open will often reveal hidden features of an object. 
Jar instance, if you were to find a bo?c with no discernible use, you might try to 
Open it to see what is inside. Jot ad things are as they seem in Shadowgate, so 
don't let appearances be your guide, dry to see through the surface to what lies 
beneath. 

Jinady, the last command you raid need to survive your trip through Shadowgate 
is Operate . 



Operate is what you use to make things happen. Jor instance, to hit an opponent 
zvith your sword (assuming you find a sword), you would dicf on the sword, then on 
Ope rate, then on the opponent. Jou can operate yourself on an object to make the 
object work: dor example, to pud a lever, you would dick,on , then on 

Operate, then on the lever you zvish to pud. Operate is a very general command. 

Use it when nothing else seems to work : 

ffimr Destiny Waits .. * 

Jou are now as ready as you wid ever be. Steel yourself and enter the "Warlock, Lord’s 
domain. If you are brave and resourceful enough, the world may yet live to honor 
your name. If not, then darkness zvid triumph for ad time. It's ad up to you. 
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T£e Commands 


Examine 

Open 

Close Speak 1 

1 Operate 

Go 

Hit Consume § 


fallows you to carefully examine something or someone. Select ‘Examine and elide 
on the object, person, or thing to be examined. 

SJhO'RjT CUE: Ofearly everything except e?(its zvill be examined if you double-clicfeon 
them. 


1 Examine 

Kir325i Close Speak | 

1 Operate 

Go Hit Consume | 


Opens doors, boxes, chests, other people 's pockets, etc. Select Open then elide on 
whatever you ivish to open. Open to see your inventory. Open can be 

thought of as a synonym for “loofc inside. ” 

S9hO f FjT CUE: ‘Doors (when unlocked) will open if you double-cUdeon them. Other 
objects may behave differently. 



1 Operate | Go | Hit | Consume gf 


Close is the opposite of Open. 


§ Examine 

Open 

Close 

i Operate 

Go 

Hit Consume | 


If you find someone or something to talfeto, use the Speaf command. Select 
Speafcj then click on the person or thing you wish to converse with. Use this 
command to question characters, to answer riddles, or to mutter to yourself about the 
cruelty of adventure game designers. 
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Examine | Open I Close | Speak 


Operate 


Go Hit 


Consume 


Operate is the most powerful command available to you. ‘list Operate to make 
things work, Tor instance, to use a weapon on someone (if you had one), you could 
then click on die weapon, select Operate, then click on the target. IJ you want to 
unlock, a door, diction the key, then on Operate, then on the lock, To give money to 
another 'person,” click.on the money, then on Operate, then on the one you uhsh 
to pay. Operate is often the only way to make something happen, so if nothing 
seems to work, try Operate. 


Examine 

Open 

Close 

Speak 

Operate 

Go 

Hit 

Consume 


Use §0 to go through an erft. Select go, then click on die erf t (or where you think, 
it might he). Ofgt allerfts may he visible, so remember to use the ‘Erfts 7vindowfor 
help. 


SStOTlTCUT: ( Double-click.on the open doonvay in the picture or the ‘Erfts 
window. 


^Assuming you are rvell-versed in the martial arts, this can be effective self-defense. 
9dany of the residents of Shadowgate unit be very amused by your efforts. Tdt can 
also be used to break.things when necessary. Select ‘Jlit, then the target of your 
attack, member not to hit amjthing that might hit back, 




Examine 


Operate 


Open 


Go 


Close 


Hit 



If you find food or potions lying around, you can Consume them... ij you thinrfit s 
raise. Select Consume, then select the item to be eaten or drunk, 
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Tie fik Mmu 





New 

Starts a new game. 


Open... 

Opens a preuiously saued game. 


Saue 

Saues the current game. 


Sane fls... 

Saues your game under a new name. 


Quit 

Giue up and go home. 


Use Savt As 'whenever you zvisfi to save a game with a new name. Save tvill save 
your current position as whatever name you gave the Cast time you used Save As. 
you can start a savedgame fry selecting Open from the file menu and choosing your 
saved game from the Cist displayed. ‘There are more detailed instructions on the 
enclosed Adventurer s ‘Reference Quide. 

you should always use the Qyit command to end a play session. ‘That way you uhll 
have a chance to saw your game before you leaw. 

Other menu commands and special features specific to different machines are detailed 
on the enclosed Adventurer s Reference Quide. 

What's lit It fotTfou? 

your survival and the survival of the world as you know it... the rescue of untold 
thousands from eternal darkness... the restoration of truth and honor andjustice to 
the land... and of course, a hefty reward from a grateful king. 
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Shadowgate 


Quick Reference Card 
Apple I1GS 


What You Need 


Loading 


Menus 


Saving Games 


* Apple IIGS with at least 768K of RAM 

* Latest ROM (ROM Version 01 at Startup) 

* Version 3.2 or later System 

* One or two 3.5-inch drives 

* RGB color monitor 

* Printer (optional) 

* Formatted data disk for saving games 

1) Place the System Disk in drive 1. 

2) Boot your Apple IIGS as normal. 

3) If you have one drive, select the System Disk icon 
and drag it into the Trash to eject the disk. Place 
Shadowgate disk in drive 1. 

4) If you have a second floppy drive, place 
Shadowgate disk in it. 

5) Double click on the Shadowgate file icon to start the 
game. 

Select the About Shadowgate menu (the Apple 
symbol in the upper left corner of the screen) to see a 
list of the programmers, artists and designers involved 
in the creation of the game. 

You can save your game in progress at any point. To 
do so, you will need a formatted storage disk. Follow 
the standard procedure for disk formatting as outlined 
in the Apple IIGS System Disk User’s Guide before 
you start the game. You will not be able to format a 
disk once the game has started. 

When you want to save a game, select Save, or Save 
As.. . from the File menu. Use Save As.. . whenever 
you wish to save a game with a new name. Save will 
save your current position as whatever name you gave 
the last time you used Save As... 


(over, please) 





Loading Games 


Taking Advantage of 
Hard Disk Drives 


Select Open.. .from the File menu, and the game will 
prompt you for a file name to load. Select the game 
you want and click on Open. 

To speed up game play, Shadowgate s files can be 
copied to a hard disk. To do this, create a new Folder 
on your hard drive. Then copy SHADOWGATE, 
RESOURCE.DAT files and SHADOWGATE.DAT 
Folder from the Shadowgate disk to the new Folder. 
To start Shadowgate off a hard drive, open the new 
Folder you created and double click the Shadowgate 
file icon and the game will start. 


Shadowgate copyright © 1987, 1988 ICOM Simulations, Inc. 
All rights reserved. 

Apple IIGS is a registered trademark of Apple Computer, Inc. 
Printed in the U.S.A. 
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ICOM SIMULATIONS, INC. 

648 S. Wheeling Road, Wheeling, IL 60090 
(312) 520-4440 


(see other side) 



Give me a hint... 

just 3 . little hint! 

If you can’t figure out what to do next... 

If you’re about to melt your game diskette into a useless 
blob of nothing ... 

If you’re so frustrated that you want to throw something 
(like your computer) right through the wall... 

Stay cool...help is on the way! 


Mail your form and payment to: 
ICOM Simulations, Inc. 
Customer Service- 
Hint Book Dept. 

648 South Wheeling Road 
Wheeling, IL 60090 


Yes, there is hope. You can get a “Hint Book” that will 
guide you through some of the more difficult areas. Our 
hint book contains a series of multi-level clues—subtle, or 
not so subtle hints that offer as much or as little help as 
you want. Hints that will put you on the right track toward 
solving the game. 

For each hint book desired, just fill out the form below 
and mail it with your check or money order for $5.00 
payable to ICOM Simulations, Inc. (If you’d like, you may 
charge your order to your Visa and MasterCard.) 


I give up! (well, almost.) 

Please send me your “Hint Book" for 
the game(s) checked at right. 

□ I am enclosing $5.00 (check or 
money order—please do not mail 
cash) for each game selected. 

□ Charge my credit card. 

□ Visa □ MasterCard Card No. _ 

Exp. Date 


□ Deja Vu: A Nightmare 
Comes True!!™ 

□ Uninvited™ 

□ Shadowgate™ 

□ Deja Vu II: Lost in Las 
Vegas™ 


Signature_ 

PLEASE PRINT CLEARLY 

Name_ 

Address_ 

City_State_Zip. 


Mail to: 

ICOM Simulations, Inc./Customer Service—Hint Book Dept. 
648 South Wheeling Road/Wheeling, IL 60090 





